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BUT WHY 
MUST YOUR TROOPS 
CAMP HERE, RED 


2 


AS I HAVE SAID, 
MINE IS A SMALL EL/7E 
FORCE SET TO BATTLE 
THE ORC THREAT FROM 

THE EAST, MAYOR. 


My MEN MUST 

REST BEFORE THE BATTLE 
IS JOINED, AND YOUR TOWN-- 
MOR'S PIDCGE-\S PERFECT 
“FOR OUR NEEDS. 


WE BRING : 
BARTER FROM : 
AFAR ANO WILL CO WAY WOULD 
NO HARM..SO I YOU DENY ME 
ASK AGAIN... THIS? 


AS A PEOPLE, \ 
WE, TOO, HAVE FOUGHT 
AND SUFFERED, LORD 
DONALD... .ANO ALTHOUGH wIT 1S AST 
YOUR INTENTIONS ARE _ \ 7OLP YOU, 


MASTER! 
ARE VERY CLEAR. 


YOU MUST GO 
TO THE VALLEY BEYOWD 
OR THE ONE BEHIND 
' YOU--YOU GANWNOT 
1 be STAY HERE! 
I HAVE HEARD. Vie 2 >) Bs : 
THE STORIES OF ]¥ 
YOUR PAST. 
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of the Coast, Inc. Armada is a trademark of Acclaim Comics, Inc.No similarity between any of the names, characters, persons and/or institutions in this magazine 
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NO, THE 
ANCIENT WAYS 
MUST PREVAIL! 


THE 7ICKERY 


MUST BE 
PROTECTED! 


.BUT THEY 
WILL DESTROY WELL... 
us! PERHAPS... 


NO, ARCUS, 
DO NOT EVEN 
CONS/CER \T! 


MASTER, THESE 
HUMANS ARE AS 
NOTHING TO YOu. KILL 


/ THEM FOR PLEASURE | 


ANO TAKE THE TOWN 
FOR YOUR OWN! 


Nee HAM AND I 
PERHAPS. V COULD GO. WE COULD 


THERES PERFORM THE 7ICKERY 
“MON THE SITE TO INSURE 
OUR CUSTOMS. 


AS YOU WISH... 
WIZARD. 


Reprinted From DIAMOND PREVIEWS Vol. V No. 2 


LEGEND OF THE FALLEN ANGEL 7 
ON THE WORLD OF MAGIC; THE GATHERING #1 
by Naney Collins and Richard Kane Ferguson with 

_ Gover by Clyde Cauldwell 
Includes a free, rare “Fallen Angel” Magic: The Gathering 
Chronicles card. 


Presenting the origin of one of the most powerful characters 
from the Magic: The Gathering Legends expansion set — the 
Fallen Angel. This is the violent sule | a 
majestic Serra Angel sum 


NEVERTHELESS, j 
WAIEAST BENEATH 
A 
AND MARKS WITH, _, 2 WEERE IT 
THE STICKS... Sea 


WHAT IS THIS 
TICKER Y, WIZARD, 


AND WHY DOES IT PLEASE EXCUSE 
TAKE SO CONG? ff my FATHER'S 7/RADE, 
ARCUS. HE HATES THINGS 
HE CANNOT S/VP OR 
CONQUER. 


WE BELIEVE 
OUR ENTIRE TOWN 
TO BE BUILT ON THE 
BACK OF AN ENCHANTED 
CRAGON. THE TICKERY 
IS PERFORMED TO 
ENSURE THAT THE GREAT 
BEAST |S WEVER 
DISTURBED. 


RIDICULOUS, 
MASTER. WHY ODO YOU 
TOLERATE THIS FAIRY 

TALE? STRONG YOU ARE 

ANDO MIGHTY..A GREATER 

MAN. THAN ALL 
AROUND YOU. 


THEIR STICK 
GAMES! 


YES, FATHER : = 
YOUR MAGPIE YES, | Ap 
CAN YOU NOT 
ReneS YOU POORTY | CONTROL m I CAN, BUT HE 
MY LORD. ‘ : HIM? WNUSES ME. 


YES. MASTER 
KNOWS I SEE 
THROUGH ALL THESE 
PRETENTIOUS 
HUMANS. 


ANO_ARCUS... 
ACT YOUR 
AGE! 


BE WARNES, 
MAGE. I HAVE THE 
MAGIC TO MELT 


\\you WHERE YOU 
STAND. 
X bi 


CARRY ON, 
YOUNG MAN. THERE 
WILL_ BE NO FURTHER... 
QOISRUPTIONS. 


THIS BICKERING 
OISTRACTS--AND 
I DARE NOT MAKE 

A MSTAKE! _ 


DONALD, THE 
ONLY WAY youR ‘ 
TROOPS WILL SURVIVE 
THE WIGHT \S BY MY 
DOING My JO , 


YOUR LITTLE 
FET! 


A BATTLE IT IS 
THEN, YOU WINGED 
RODENT! 


ON THIS, THE 
ANNIVERSARY OF OUR 
TOWN, COME CLOSE AND 

HEAR THE LEGEWD OF 

MOR'S RIDGE. 


Criha 
padum 


..porma * 
reclum... 7 

r “e 
Fs de 


OF THIS LAND WAS BORN 
AN ENCHANTED CALE, WHO 
WANCEREC FROM HER 
FAMILY’S BOSOM... 


«CALLED BY THE WIND 
{TO THE ENTRANCE OF AN 
ANCIENT CAVE. 


» 


SOME WOULD 
HAVE BEEN 
AFRAID ANO 

TURNEO BACK... 


Lok. . — 


ee ef 
: a 


~ Comics” brings ‘Target 
opopilar’ Mutant Chronicles 
4 Doom Trooper Universe to the 
comic book world! 


(2 


‘ia 


issue contains a unique 
rooper trading card that;can 
found in the comi 


fliam King and Jett Conner 


NT CHRONICLES ©1995 Target Games AB. All Rights Reserved, Mutant Chronicles and all 
distinctive likeness(es) thereof are Trademarks of Target Games AB. 


AFTER MY FORCES 
is sag eee or HAD ROUTED THE SLACK CIRCLING CLOSE, 
LEGENC. ELVES OF GLENAR, I WAS FEVERISH AS IF HUNTING, WAS 
4 FROM POISONED ARROWS. IN A CRAGON 
My CEM, T BEHELD WHEL: 
A VISION! 


HOW DIO I 
TRAN \T, YOU £ 
MAY ASK... 


I WOULD 
HAVE IT WV 


COME, WIZARD. VERY WELL CHILD, 


HOW CAN YOU RES/S7 ON THE CONDITION THAT 


? THE LESSONS ONLY TAKE 
@ oe ae PLACE IN MAMN’S 


PRESENCE! 


TMOSE (MEN? 
THEY GO TO STAND 
GUARC OVER THE 

CRAGON THIS 


yr FOR TRUTH? 
TO WATCH O'ER 
A MYTH? WHAT 
FOLLY! 


MASTER...YOU, 
7OQ, MUST GO TO 
THE RIOGE! 


BUT 7HEY 
BELIEVE IT, 
MASTER. THEY 
LAUGH AT YOU! 
CAN'T YOU HEAR 
THEM? 


WHAT?! STAND 
SENTRY OVER A HUGE 
MU0-PILE, NER SOME 
BELIEVE Moyw- 
? FORGET IT. 


SHARE THE 
NIGHT WITH THEM-- 
TEACH THEM 
RESPECT! 


HOLL, LADS! 
I WILL STAND 


THE WATCH SE- 
SIDE YOu! 


IT DOES HAVE 
AN €0G6E ABOUT IT, 
WIZARD. 


IT FEELS 
LIKE A LYING 
THING! 


FROM AGCLAIM COMICS 
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USE YOUR POWERS, \ 
WHELP. TELL ME IF THIS A/V 
WILL EVER END? 


; AN_ ENCHANTED 
STORM THIS, ANO IT BEARS 
A S/GN FOR YOU, 

MASTER! 


LOOK ABOUT 
YOU! THE GLAAR OS 
HAVE FALLEN 

ASLEEP! a 


THEY DOZE, 
SOAKEC WITH A 
MAGIC 


FROM WHICH 
ONLY YOU CAN 
Dy SAVE THEM... 


MUST GATHER YOUR 
MEN ANO 21G CANALS 
TO SLOUGH OFF 
THE RAIN! 


THE TOWN-- OUR 
GRACIOUS HOSTS-- 
WILL DROWN WITHOUT 
YOUR HELP. CALL MY 

. MEN! HAVE THEM 
GATHER THE 70CLS 
AT ONCE! 

YOU SPEAK 
TRULY. IT FALLS 
UPON ME 
ALONE! 


BY THE 
POWERS! 


* S iN ie i 
SS ras ; Jhmar mecta 
PS SOMETHING |S = “% porem oucaR osme 
HAPPENING...I CAN semu Oop... 
A SMELL IT IN THE ! 

f CAN YOU 
REPEAT THAT BACK, 

x 4 


MY LADY? 


OF COURSE, 


MASTER. 


IT IS A SPELL 
BA axes Or THe magic 
orem Out gsme A 
Sr As : _ OF THE ISLANDS 


BUT WHAT 
DOES IT 
MEAN? 


WHAT. 
TRICKERY 
IS THIS? 


WHAT HAS 
HAPPENED? 


” THE EARTH 
[8 PIERCED! 


THE TICKERY! 
'7 HAS FAILED! 


MAY THE 
CGOCS PRESERVE 
US! THE BEAST 
18 COMING 
LOOSE! ! 


GET BACK 
70 YOUR POSTS! I 
COMMAND 171 


SO0ON Wow?! 
QA 50 SOOON 


WHAT IS IT? 
WHAT THE DEV/Z |S 
HAPPENING? 


THE ENO OF 
OUR WORLD. 


THE END 
OF EVERY- 


a 


Oe ee 
Me ot 
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Xs. 
SS 
XQ 
Qn 
RS 
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Here's the perfect gift for 
prince or pauper: 


fe iam , 
Life isn't fair: 
So who says a game has to be? Richard Garfield, creator of Magic: The Gathering”, 


based this highly entertaining card game on the premise that fairness is overrated. 
The Great Dalmuti™ makes a perfect holiday gift or stocking stuffer! 


Available at your local game store—or contact Wizards of the Coast’s 
U.S. Customer Service Team at (206) 624-0933 * Suggested retail price: $7.95 


© 1995 Wizards of the Coast, Inc. All rights seserved. The Great Dalmuti ond Magic: The Gathering are trademarks of Wizards of the Coast, Inc, Wizagos ar 1m: Coast is 0 registeredtrademark of Wizords of the Coost, Ine Wa re is 
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WHAT A 
FOOL YOU ARE... 
A FOOL! 


3 
TO BELIEVE 
THAT YOU COULD 
BIND A BEAST 
co SUCH AS Z! 
PALLADCIA-NORS ; 7 
HAS RETURNED! : ? 
: ie ‘ a a 
Sa A ie | r ‘ ie a 
Ny She Y WHERE IS THE 
VICKERY MAN..ANO 
THE W/ZARO? 
e : é Lt Aes Boa . 
Y wey } nd 
NG OH, me ac ») 
4 MERCIFUL FAY ae 
po GODS... a 
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I AM VAEVIETUS 
ASNOOl, Wikre nN 
OF LEGEND! 

wy 


WRONGLY IMPRISONED 
BY FARALYN, I HAVE WAITED 
THESE LONG YEARS FOR A SPECIAL 
BREEO OF FOOL. 


a a 


NE WHO COULD DO 
THE UNTHINKABLE. DENY THE 
LEGEND ANDO RELEASE 

PALLADIA-MORS. 


THE ONLY BEAST 
POWERFUL ENOUGH TO 
RESTORE ME! 


MORE THAN 
UNCONE, OEAR 
MASTER. 


YOU...ARE... 
DEAD! 


Come if 
youmust, , 
Dragonette! J} I have mach 
MISTRESS! to Jo vs 
OH My , 
MISTRESS! 


» oe aay 


LYLE 
veefar from 4 
human eges, 


Can it be to you 
Lowe my freedom? Asleep 
these painful years only to be 
awakened by... 


-rrd flying rat! 


Fate truly is a 
twisted, diseased 
thing! 


THE 7OWWVs- 
FOLK COME. THEY. 
{ WILL GATHER IN HERE 
BECAUSE THEY HAVE 
’ NO HOMES. 


WHO WILL 
LEAC THEM? 
\ THE COUNCIL IS |! 
\ ALL DEAD! > 7 NO..THAT 
| IS NOT OUR 


WIZARD, YOU... 
OR HAM. OWE OF YOU 
MUST LEAD THESE 
PEOPLE. 


HAM |S 
RIGHT. WE MUST 
PREPARE... 


BUT, SURELY 
THE SEAS7 WILL FLY 
AWAY, NEVER TO RETURN 
TO THE SIGHT OF ITS 
) CAPTURE. 


SHE'LL BE BACK... 
ANDO ita aban hits 


SHE WILL 
RETURN TO EXACT 
VENGEANCE... 


R 
JAILER! 


JEOF VITA — 
ASST. EDITOR 
To all you loyal 
fans who have fol- 
lowed the Magic 
comics from their 
inception, welcome back for 
another dose of adventure, 


you new readers who are 
joining us for the first time, 
welcome to a_ time of 
Legends! (Don’t worry, you 
get all that other stuff too.) 

In your hands, you hold 
the latest installment in a 
series of titles that will chron- 


of the most powerful charac- 
ters from the Legends expan- 
sion set for the pheno- 
menally popular Magic: The 
Cathey trading card game. 


If you’ve ever wondered 


how _ Jedit Ojanen cam: 
to join the Robaran merce- 


naries, or what unnatural — 
Fallen” 
Angel to tumble from the 


event caused the 


heavens, you've come to the 
right place. Ever wonder 
how Dakkon got his black 


a sixth Elder Dragon? Wh 
demon created Sol’/Kanar the 
Swamp King? Well, ponde 
no further. These books > 
open up new chapters i in 


‘intrigue and mayhem. For 


blade? Might there have been | 


~ of all magic on the world of 


mythology /of Magic: The 
hose of you 


ae For 
he world- 


back, and you'l 
Magic: The Gathering con- 


tinues to be the world’s most 


popular trading-card game, 
hands down. The premise 
is this: Two players portray 
wizards who duel in a 
struggle for | dominance 


own homes. The dueling 
takes the form of spells 
which do a variety of th ings. 


| Wizards can use sp Ils to 
icle the adventures of some > 


summon creatures, cast 


-enchantments, or do_ direct 


damage to the other player. 


The first player to knock 


their opponent down from 
twenty to zero life-points, 
wins. Sound easy? Think of it 
his way. Magic: The 
Gathering is like chess, it 
only takes a few minutes to 


learn, but it takes: a lifetime 


to master. 

The ga ees of trad- 
ing-cards which represent 
the various spells. There are 
ive different colors of Magic, 
ch with its own set of 


strengths and weaknesses. 


Spells and artifacts are 
powered by mana, the source 


enue New York, N.Y. 10001 © 


Dominaria, which by the 
way is set in the universe of 
Dominia. Red magic is the 
magic of the mountains and 


is fierce, direct and destruc- 


tive. Red is often used for 
direct damage but it can 
be quite uncontrollable if 
left unchecked. Blue magic 
from the islands utilizes 


the art of deception, control 


and manipulation. Blue can 


be quite frustrating for 
while. trying to defend their — 


an opponent. 

White magic is derived 
from the plains and special- 
izes in defense and _ protec- 
tion. Don’t be fooled though, 
white can do its share of 
damage as well. Forests 
provide the mana for green 
magic. Green is full of 
creatures and the strength of 
nature herself. It’s short- 
coming falls in its inability 
to do damage directly 
to your opponent. Finally, 
the swamps and bogs of 
Dominaria power _ black 
magic. Black is the magic of 
death and decay. While it can 
be extremely powerful, there 
is a hefty price tag attached. — 

Each player creates a deck 
of these cards which they 
then use to do battle. Each 
deck is customized to fit a 
particular strategy. If a player 
chooses to go right for the 


throat and use mostly direct 
damage, then red is definite- 
ly the magic of choice. Be 
wary though, strategies that 
rely only on one color can be 
easily overcome. A combina- 
tion of strategy, skill, timing, 
and a handful of luck insures 
that a game will never be 
played the same way twice. 
Since it’s creation in 1993, 
there have been a number of 
expansion sets added to. the 
game. One of the most popu- 
lar was the Legends expan- 
sion which culled the great- 
est warriors, villains, and 
creatures from various 
points in Dominaria’s rich 
history—past, present and 
future! Many of these charac- 
ters form the basis for story- 
lines that have been woven 
into the tapestry and mythol- 
Ony Ol the « word. of 
Dominaria. In our Legends 
miniseries, the entire 
Armada team will do itsbest 
to bring those _ stories 


to. the fore: This issue 
features the most powerful 
and enigmatic creatures 
in the game. of Magic: 
The Gathering—the Elder 
Dragons! Deep in some dark 
corner of the world, the 
mysterious origins of these 
creatures are scrawled with- 
in the most ancient of 
Dominaria’s tomes. To most, 
these majestic creatures are 
simply not to be trifled with. 
Each Elder Dragon is born of 
many magics, and therefore, 
is not so easily controlled 
by those brave enough—or 
foolish enough to summon 
them. Vaevictus Asmodi, the 
Chromium Dragon, Palladia 
Mors, Nicol Bolas, Arcades 
Sabboth—these are the 
Elder Dragons of Legend, 


and though ‘there = are 
few accounts of any two 
acting in concert, we've 


found one in the story you 
are currently reading. 


Limited and Signed Koibion lithographs 


A Note About This 
Miniseries’ Artwork: Kudos 
to you if you noticed 
something a little different 
about this issue’s artwork! 
Doug Wheatley’s pencils 
were so finely detailed and 
beautifully rendered that we 
at Armada tried a new 
approach with its printing. 
The good folks at Digital 
Chameleon told us of a 
way to print the page 
directly from its pencils. 
Top that off with some 
brilliant computer coloring 
and voila—a masterpiece of 
legendary proportions. 

So what do we ask of you? 
Simple. Letters. Lots of them. 
Keep writing in. We really do 
listen to all of your input and 
truly want to make sure that 
we continue to do the best 
job possible. Thanks in 
advance, and on behalf of the 
entire Armada creative team, 
| hope you enjoy this book! 


[ ‘ ] 
) lanlasy ¢ AMG, fustrator 


Ed Beard Jr. 


SELECTIONS FROM; 
Wizards of the Coast "MAGIC"; LEGENDS, FALLEN EMPIRES, 
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lron Crown Enterprises; Tolkien MIDDLE-earth "The Wizards" 
CARD GAME copyright Tolkien Enterprises 1995 Images of; 
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We accept check, Mastercard Visa 


Call toll free: 1 -800-887-5772 FREE Catalogue! 


Hello, planeswalkers! This is 


_ the tried and tested rules gurus 
_ for the game Magic: the 
Gathering here at Wizards of the 
Coast. This time around, we get 
a chance to take a look at the first 
episode of Elder Dragons, a 
tiveting tale which involves 
these unique and powerful crea- 
tures which debuted as cards in 
_ the Legends expansion. I will be 
_ here to interpret the action as it 
Telates to the game, as well as 
_ provide some color commentary 
as this two-issue epic unfolds. 
So, without — further delay, 
_onward to the Elder Dragons! 
The story starts out with a 
powerful warrior, Red Donald, 
demanding that his army take 
use of a valley that houses a 
village. This village is special, 
in that (as we discover) their 
history is tied to a pair of 
_ legendary Elder Dragons: an 
as yet unnamed blue dragon, 
and especially. Palladia Mors. 
Apparently, in. the eighty 
years since Palladia ravaged 
the town, a special ritual 
has been routinely performed — 
the Tickery—which binds the 
dragon and allows the village 
to prosper. Why would the 
village be afraid of the Elder 
Dragons? Good question, 
and one not difficult to 
_answer when you take a look 
at the Elder Dragons from 
the Magic: The Gathering— 
_ Legends expansion. 
All of the Elder Dragons are 
7/7 creatures with the power of 


flight, making them some of the © 


most powerful creatures in the 
game. On top of this, each Elder 


Shawn F. Carnes again, one of 


Dragon has special abilities 


which are unique. Palladia- 
Mors, for example, has trample. 
Even if the mighty Shivan 
Dragon blocks Palladia-Mors, if 
Mors attacks, two points of 
damage. will go through to the 
opposing player because the 
Shivan has a toughness of only 
5. Vaevictus Asmodi, enchanted 
to look like a Dragon Whelp in 
the story, is a creature that has 
three kinds of breath weapons. 
This is apparent in the +1/+0 
ability when red, black, or 
green mana is pumped into 
Asmodi. With special abilities 
like these, the Elder Dragons 
are perhaps some of the most 
feared creatures in the game. 
With the good, however, 
comes the bad, and there are 
some drawbacks to the Elder 
Dragons. Each of the Elder 
Dragons has an upkeep cost 
which is three mana total, one 
mana specific to the each of the 
casting cost requirements. Too 
much upkeep can certainly puta 
strain on what you can do dur- 
ing your main phase. Their cast- 
ing cost is fairly steep as well, 
costing eight mana total: two 
colorless, and six» more color 
specific, with each requiring two 
from a single color. You need a 
three-color deck minimum to 
bring an Elder Dragon into play, 
and then you can only bring one 
into play; not only do they all 
have different casting costs, only 
one of the same kind of Elder 
Dragon can be in play because 
they are legendary creatures, 
Also, because each Elder 
Dragons requires that three 
specific colors of mana be used 


% 


5 
} 
¥ 
| 


ha, 


mrenereerseetc 


to summon them, the Elder 
Dragons are limited in use 
to those three specific colors. 
This is both good and bad, 
as they will be affected 
both positively and negatively 
by spells that affect these 
colors. As an. example, 
Vaevictus Asmodi has a black 
requirement in the spell, thus 
making it a black creature (as 


‘well as being red and green). It 


will be affected by Bad Moon, 
giving it a +1/+1 and is pro- 
tected from Terror because it is 
a black creature, but can be 
targeted by the likes of 
the Northern Paladin, a 3/3 


white creature which can 


Kill black creatures... When 
weighing the usefulness of an 
Elder Dragon in your deck, 
consider some of these ideas, 
and you will make better use 
of the Elder Dragons. 

By the end of this issue, the 
village (or what's left of it!) has 
to contend with TWO of 
the five. Elder Dragons: 
Palladia-Mors and Vaevictus 
Asmodi! It was pretty sneaky 
how Vaevictus masqueraded 
as a, mere Dragon Whelp, 
and with Doug Wheatley's 
cool artwork, we all hope to 
see this dragon in the flesh! 
I guess it goes to show that 
dragons, especially the Elder 
Dragons, are very intelligent 
along with being very power- 
ful. Will the village be able to 
bounce back in issue #2? And 
what is tortured Ham’s dark 
secret? Stay tuned to find out 

Until next time, may the 
might of the Elder Dragons be 
yours to control. 
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YES! | want to CHILL OUT with WORLD 
WRESTLING FEDERATION MAGAZINE. 
Send me: 


[] 24 issues just $35.00—it's like getting 14 issues 
FREE! | SAVE 58% 

[] 12 issues just $19.97— that's like getting 6 issues 
FREE! | SAVE 52% 


fg 
Name (please print) Date of Birth 
Address 
City State Zip 


Send payment to TITANSPORTS, INC., at 
P.O. Box 420174, Palm Coast, Florida 32142-9814 


Basic U.S. subscription rate is 12 issues/$24.00, 24 issues/$35.00, single copy price $3.50. 
Allow 4-6 weeks for delivery. U.S. funds only. No foreign credit orders. 
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Rage and The Wyrm are trademarks of White Wolf Inc.1995. The Werewolf: The Apocalypse 
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